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PaxLair is a player-city 
on the Felucca Facet, 
Chesapeake Shard of 
Ultima Online established 
on January 19, 1998. 
1998. PaxLair is one of 
the original remaining 
player towns on the 
shard and continues to 
move forward today. In 
early days, PaxLair was 
enhanced by the gods 
(Interest Game Masters) 
as people demonstrated 
the large formation of 
this community. PaxLair 
was affected by the 
creation of Trammel and 
now also the creation of 
Tokuno. But PaxLair does 
not fade away into dust. 
It continues to this day 
to offer opportunities for 
people to work together 
in this Realm of intrigue, 
mystery, and adventure. 
This article describes 
some of the history of 
PaxLair, particularly 
focusing on the early 
years and latest 
developments which are 
less described elsewhere. 
There is still much 
history of PaxLair that 
is untold in this article. 


Such history is known in 
the hearts and minds of 
people and in archived 
libraries throughout the 
Realm and beyond. We will 
continue to research and 
add consolidated history 
even as new PaxLair 
history is created. 

This information is 
copyrighted © by PaxLair, 
2004. Information may be 
cited with reference to 
"Consolidated PaxLair 
History” and reprinted 
with permission received 
from the city of PaxLair. 
THE BEGINNING -- THE 
BAND 


When the Stranger broke 
the Gem of Immortality 
into many shards (1997) 
[ref 1], a guild called The 
Band led by Nightfall and 
Ender quickly appeared on 
the Atlantic Shard. 
Within a few months, 
though, The Band moved 

to the Chesapeake Shard 
where it established 
houses on the 
quard-protected Prison 
Island of Yew near the 
Court of Truth. The 

Band, being a mixed group 
of people with a variety 
of goals, sought to enjoy 
the Realm to its fullest. 
People in The Band were 
builders, fighters, healers, 
adventurers, craftsmen, 
and diplomats. Within 
several months, their 
protected island estate 
became too small and 
restricted for their 
ambitions. They sought a 
place that was more open 


for all to come to, 
including murderers of the 
Realm, and needed more 
facilities for their 
crafting and fighting 
ambitions. 

So, one day (January 19, 
1998) The Band set out 
with shovel and pickaxe in 
hand to build a place to 
expand. They came across 

a meadow between two 
forests just northwest 

of the Compassion Shrine. 
With mortar, stone, and 
wood, they soon built a 
saloon, two large forges, 
a tower, and several 

other buildings in that 
meadow. Key people who 
placed buildings were Wild 
Mike (who placed the 

first forge in the 

meadow, which still stands 
today, now claimed by the 
Orcs and called the Orcs 
Tavern), and Red 
(Soulweaver). 


Band members and friends 
came from across the 
shard to see the new 
buildings. Several more 
wealthy people and guilds 
constructed buildings in 
the area. Within a few 
weeks, the once peaceful 
meadow bustled with 
activity as people trained, 
fought, and forged 
weapons and armour for 
residents and travelers. 


As more people and guilds 
came along, such as The 
Sillyhood who established 
its guild house in the 
meadow, it was obvious 
this was becoming a large 


community. So The Band 
called the community 
"PaxLair"” meaning "Peace 
Place” and set the stage 
for all to follow. 


THE GODS COME 


A few months passed and 
the community continued 
to grow. Dueling, crafting, 
adventures, rendering of 
many tales at the saloon, 
and the incessant daily 
decorating of the Mage 
Tower soon captured the 
attention of one of the 
gods of the Realm (IGM 
goatboy, later named 
Orbeus). When the god 
visited, he saw manu, 
many people in this once 
quiet meadow located out 
in the dangerous lands 
beyond Lord British's 
guards. The god talked to 
the leaders of The Band 
and other prominent 
residents and received a 
tour of the many houses 
already built. The god 
sensed a “hot spot” of 
activity and decided to 
assist the community in 
ways that the community 
had no powers to do 
itself. 


The god first nailed 
community-crafted 
furniture to the oors 
inside the Mage Tower. 
After this, the craftsmen 
did not have to 
redecorate the tower 

each day due to thievery. 
Also on that first visit, 
the Lady Winmere 


approached the god with 

a small piece of waterfall 
she received from her 
good friend Callista who 
found it in a gold box in 
Deceit Dungeon. Callista 
was one of the first to 
visit Deceit via boat. 
Since the waterfall came 
from one of the people 

of the community, the 

god decided to also 
anchor this where people 
could enjoy it. Winmere 
carefully gave the 
waterfall to the god. 


He placed the waterfall 
(tile) in front of the 
Mage Tower and 
constructed four small 
walls to contain the 
water. The god then 
named the water the 
Spring of Knowledge. This 
was the first godly 
construction of any kind 
in PaxLair, and it still 
exists to this day. Yet, 
this small spring would 
soon become one of the 
most famous artifacts on 
the Shard and the 
centerpiece of much more 
to come. 


For within a few days 
time, the Spring of 
Knowledge turned red with 
blood by the hand of 
Mazrim. The PaxLair 
community was astounded 
and some were fearful of 
what might happen. Soon, 
monsters started to come 
up out of the ground and 
attack the people in the 
town. Reinforcements 
were called in from 


across the Realm and 
PaxLair was launched on 
a year-long quest to 
cleanse the Spring. The 
quest culminated when 
Seer Daemeon sacrificed 
his mortal life at the 
Spring to cleanse it (May 
7, 1999). Such a 
sacrifice took extreme 
courage. Once free of 
Mazrim's Touch, the 
Spring became known as 
the Spring of Courage in 
honor, it is thought, of 
Daemeon's courage and 
sacrifice. 


The god experimented with 
the Second Chance 
Provisioners (SCP) shop 
with the shop's 
proprietors Thelorn, 
Steelman, Justin Credible, 
and Crimson Dragon. SCP 
became a more secure 
place to barter 
over-the-counter to 
passing travelers. This 
made the SCP one of 

the first daily in-person 
craft shops known in this 
land; in the days of no 
secure storage, lockable 
doors, or vendors. Thelorn 
also ran the only known 
Cplayer-run) bank where 
he stored travelers’ goods 
for them. 


